Research area: culture studies. 
information, or use the Internet for a more complete picture of the museum collections and activities (virtual representation in the network, virtual museum). If the first way gives possibility to get the visitors interested, the second one greatly extends the museum's audience, making the museum collections accessible. In the professional museum environment views on the more active use of digital technologies are divided. Some believe that their expansion inevitably leads to the transformation of museums into entertainment centers, which threatens to decrease the level of the museum visitors and the loss of a sense of the original, while others see this as an opportunity to attract and keep the visitor, to make a museum open to all who wish to see its collections. Without disputing the value of the original, which is the basis of the traditional museum, the role of information technology as a means of preservation (in the digital form) and the promotion of cultural heritage, as well as providing quality materials for work to professionals in different countries should not be underestimated.
Despite the challenge of the funds digitization set to museums, the resources of the museum itself, as a rule, are not enough. For example, digitalizing the collection of the Smithsonian Institution, processing one image during a minute, will take 260 years. Therefore, firstly, it is necessary to set clear priorities (paying attention to the items that can be lost or destroyed), and secondly, to attract external assistance, not only in the form of financial investments, which flow can be difficult to predict, but in the form of building partnership relations with universities, where specialists of this profile are educated. Sometimes it turns out to be more effective than working with the exhibit itself: it is possible to study the hard to reach places in detail.
At the same period, spherical panoramas A mobile device camera is pointed at an object and the information as indicated above is displayed on the screen. The advantages of using augmented reality in the museum are obvious:
it is possible to get detailed information about a museum object very quickly and its functioning Petroglyphs. "Okunev Culture"
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In the process of capturing images in non-studio environment where every time it is necessary to adapt to a particular situation, glare-free method of shooting, tested on in the paintings of the Krasnoyarsk Art Museum named after V.I. Surikov and successfully applied to the collections of the Russian Museum, was developed.
Augmented reality is a new interactive technology for the museum that allows augmenting the perception of real exhibitions in the museum with the context information in the form of articles, links, videos and images. A mobile device camera is pointed at an object and the information as indicated above is displayed on the screen. The advantages of using augmented reality in the museum are obvious: it is possible to get detailed information about a museum object very quickly and its functioning can be clearly illustrated, to see the accessories that are not on display in the exhibition, for whatever reason, but are kept in the museum funds (possibly of another museum), non-existent objects can be superimposed on a real space creating the effect of presence, it is possible to observe an object in its 
